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Location-Based Kuching Walking Tour (‘Sine?’) is a mobile application that will help 
the user to view stories or history behind the popular tourist attraction in Kuching based on 
their located current location. Furthermore, this mobile application will let the users locate the 
nearest tourist attraction or any historical places around Kuching city. 93.3% of 60 
respondents supported the objective of this project which is to develop a mobile application 
that will help users to truly understand the historical values of the places of attraction in 
Kuching. Furthermore, geolocation will be applied in the development of this application as it 
allows the implementation of Global Positioning System (GPS). This mobile application will be 
developed in an android environment. This project implementation will adopt the Agile 
Software Development methodology. The main outcome of this location-based mobile 
application project is to guide the end-users to truly understand the history behind the historical 
building and places around Kuching while touring. Hence, this mobile application will be most 
beneficial for end-users that tours around the Kuching city as it guides and give genuine 











Aplikasi Mudah Alih Berasaskan Lokasi Untuk Lawatan Sambil Berjalan Kuching 
(‘Sine?’) ialah aplikasi mudah alih yang dapat membantu pengguna sistem tersebut untuk 
mendapatkan sejarah atau cerita di sebalik setiap tempat pelancongan yang berada di sekitar 
bandar Kuching. Selain itu, applikasi ini dapat menentukan lokasi pengguna dengan tempat 
tarikkan yang terdekat berdasarkan lokasi pengguna dan dapat memberi petunjuk arah kepada 
pengguna. 93.3% daripada 60 responden telah menyokong idea projek ini iaitu untuk 
membangunkan aplikasi mudah alih yang dapat membantu penggunanya untuk lebih 
memahami nilai sejarah bagi tempat-tempat bersejarah khususnya di bandar Kuching. 
Tamabahan pula, teknolgi geolokasi akan digunakan bagi membenarkan penggunaan Sistem 
Penentududukan Global atau lebih dikenali sebagai “Global Positioning System (GPS)”. 
Aplikasi mudah alih ini akan dibina berasaskan telefon bimbit Android. Kaedah Pembangunan 
Perisian Agile akan digunkan dalam proses menjayakan projek ini. Justuru itu, Aplikasi Mudah 
Alih Berasaskan Lokasi Untuk Lawatan Sambil Berjalan Kuching (‘Sine?’) ini akan dapat 
membantu pengguna untuk lebih memahami nilai sejarah di sebalik bangunan dan tempat-
tempat bersejarah di sekitar bandar Kuching sambil mengadakan lawatan sambil berjalan. 
Natijahnya, aplikasi mudah alih ini akan bermanfaat bagi pengguna yang mengadakan 
lawatan sambil berjalan di sekitar bandar Kuching kerana aplikasi ini dapat memberi petunjuk 





CHAPTER 1: INTRODUCTION 
1.0 Project Title 
Location-based Kuching Walking Tour Mobile Application (‘Sine?’). 
1.1 Introduction 
A walking tour is a tour to the historical sites, cultural places or any attractions in one or more 
destinations that are done by walking on foot (“Walking Tour”, 2019). A walking tour is usually 
a tour that is guided by a tourist guide. On a walking tour, stories about the places will be told 
along the way while walking around at the places of attraction. Other activities, such as 
drawings, taking photos, etc. can also be done while having a walking tour. 
Kuching which is the capital city of Sarawak is one of the popular walking tour spots 
where tourists from all over the world come to see the uniqueness of the history and cultures 
that are portrayed by the surrounding historical buildings and places around the city itself. 
Hence, this makes Kuching as a city that is full of amazing stories and history which not many 
may know and realised about it. The city has developed starting from the White Rajah years 
until today. There are many places that can be visited around the Kuching city, such as the Fort 
Margherita, Sarawak Museum, The Old Court House, Astana and etc. Besides walking or 
touring while learning the stories or history of Kuching, having a food tour around the Kuching 
city would also be interesting as there are various types of local cuisine that can be enjoyed by 
everyone around the Kuching city. Furthermore, Kuching is also known for its delicious local 
food such as the Sarawak Laksa, Kolo Mee, Kek Lapis and many more. 
Hence, while walking around the Kuching city, anyone who went for a walking tour 
around the Kuching city can enjoy understanding the beautiful stories behind the places and at 
the same time discovers the delicious local food that can be found in the Kuching city.  
Furthermore, most of the attractions and historical buildings are within a walking distance 
2 
which makes a walking tour around the Kuching city more interesting and convenient because 
there is so much to discover.  
1.2 Problem Statement 
         The mix heritage and culture in Sarawak attracted tourists from other countries to visit 
Sarawak (Lau, 2018). In Kuching, there is a heritage trail that allows tourists to explore the 
historical buildings and places around it. Touring around the city without a proper guide is fun 
and adventurous. However, touring without a guide would be a waste as tourists cannot truly 
experience the true meaning behind historical buildings and places around the Kuching city. 
Hence, touring without a guide will lead to tourists getting stories that are not clear and genuine 
about the historical buildings and places around the Kuching city.  
Besides, if the tourists are attracted to the heritage and stories about a building or a 
place, getting genuine information about it would be hard unless they bring the Sarawak History 
book along with them or have a tour guide to tell them the stories. Carrying a book would be 
troublesome while walking or touring around and not everyone will tour with a tour guide. 
Besides, a tour that is guided by a tour guide often have their itinerary and the list of places to 
visit will be fixed. This leads to a lack of flexibility of the tour (Simm, n.d.). Furthermore, not 






1.3 Aims and Objectives 
The objectives of this project are as below: 
1. To design and develop a mobile application that provides guidance to end users on 
touring and knowing more about the places along the Kuching Heritage Trail. 
2. To enable historians or local people to share stories about the places along the 
Kuching Heritage Trail. 
3. To analyse the usability of this mobile application to the end-users.  
1.4 Methodology 
 The agile software development methodology is chosen to develop this mobile 
application. It is chosen as it allows changes during the development stages and it is a fast 
process. Hence, any changes in the requirement can be done without having to worry that it will 
disrupt the whole development process. Furthermore, building a mobile application require 
feedbacks from the client or user which complies with one out of the four values of agile which 
is customer collaboration over contract negotiation (Eby, 2016). Therefore, it is a suitable 
methodology to develop the mobile application ‘Sine?’ as it needs to be completed for a period 
of approximately nine months and every process must meet the requirement stated. Figure 1.1 
shows the general phases of an agile software development methodology. 
 
Figure 1.1 Main Phases of Agile Workflow 
Adapted form (Anurina, 2019). 
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1.4.1 Concept: Pre-planning 
Concept is the first stage of the agile methodology. In this stage, the solution to the 
problem statement is recorded. Then the evaluation of the solution will be done according to 
the surrounding environment and situation. In terms of the development of this project ‘Sine?’, 
the problem is analysed to know the requirements needed to build the system according to the 
users' needs. Basically, this first stage is done to get a vision of what and how this mobile 
application will function. 
 
1.4.2 Inception 
In this phase, the project will be initiated by gathering all the initial requirements for the 
mobile application ‘Sine?’. After gathering the requirement, requirement modelling will also 
be done to get a brief idea on the requirements needed for the development of this mobile 
application. Besides, the task based on the requirement will be arranged according to its priority 
and planning for the development of every task will be done in this phase. Hence, the time taken 
to deliver each task will be estimated during this phase. However, any changes can be made in 



















Figure 1.2 Agile Software Development Process 
Adapted from ("An agile and Scrum approach to Software Development | Codingmart", 
2019). 
 
During this phase, all defined requirements and feedbacks have been obtained. The 
requirements will be the task that is to be completed at every sprint. A sprint is a time duration, 
planned for a task to be developed and tested. Every sprint will include design, implementation, 
testing and review stages. The development of the mobile application will begin based on the 
priority of the task or a sprint backlog. Every task will be developed in every different sprint.  
If there are any changes that needed, the changes will be implemented first until the task is 
ready for release. After every task has been released, the next task will be developed 
continuously until all the user stories listed in the sprint backlog is completed. The process for 






1 - 4 
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1.4.4 Release 
In this phase, the whole requirement is fulfilled, and system testing will be done to 
ensure that the mobile application is ready to be used. The functionality based on the user stories 
or the requirements of the mobile application ‘Sine?’ will be tested. Any errors that occur will 
be fixed in this phase. Then, when the product has run smoothly, the mobile application ‘Sine?’ 
is to be deployed. Furthermore, system documentation will also be done during this phase. 
 
1.4.6 Production 
This phase emphasises on making sure that the product release runs smoothly. Besides, 
user training or any kind of support will be done if needed. This phase will end if support is no 
longer needed or when the released is scheduled for retirement ("The Stages of the Agile 
Software Development Life Cycle", 2017). 
 
1.4.6 Retirement 
The retirement phase is the final stage of the agile software development methodology 
where the release of the product is not supported anymore. This means that the development of 
the mobile application is completed and will be no longer use. However, in terms of this project, 
since the time allocated to complete this project is approximately nine months, this project will 
only cover up to the production phase. The retirement phase will be continued if there are any 





‘Sine?’ is a location-based mobile application that will give an alternative platform for 
a guided walking tour. The main target of this application will be any possible users who want 
to go on a walking tour around the Kuching city. This mobile application will include features 
that will help the users to truly understand the stories, history, and culture behind the places of 
attractions along the Kuching Heritage Trail. Besides, users will be able to give ratings, 
feedback and comments on the place they visited. Hence, this mobile application will act as a 
virtual tour guide, but the recommendation of places will be linked to other websites as they are 
many recommendations website and mobile application available. Furthermore, this project 
will be developed in an android based environment. The mobile application ‘Sine?’ will also 
require an internet connection in order for the users to fully utilise the apps. 
 
1.6 Significance of Project 
‘Sine?’ is a mobile application is specifically designed to help possible users or anyone 
that is interested in going for a walking tour, to truly understand the true meaning behind the 
places around the Kuching city. Hence, Kuching city will have its own mobile application 
specifically to help any possible users that would go for a walking tour around the Kuching 
city. This mobile application will be a medium to preserve the history of the places in the 
Kuching city for everyone to read and understand. Besides, this will give an opportunity to 
those who are unlikely to travel with a tour guide to get the same feeling of travelling with a 
tour guide that can tell stories to the user while walking around. Hence, this application will not 
only show direction but can also tell stories. This mobile application will also give an 
opportunity to local people to share their thoughts on the stories behind the history and places 
in the Kuching city. 
